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Vocabulary is an important element in any language teaching learning process. In
learning English, mastery of vocabulary is one of the main goals to improve
students’ English skill. This research is designed to measure the implementation of
Word Chain Game in improving the mastery of English vocabulary. The research
questions in this research are: (1) What does the Word Chain Game do toward
students’ vocabulary? (2) What are the ELT students at second year of UIN AR-
RANIRY, Banda Aceh responses toward the Word Chain Games in English
vocabulary teaching learning process? In collecting the data for this research, the
writer used techniques which are: Experimental teaching, test, and questionnaire.
The experimental teaching was conducted in five meeting. This research included
two tests, there were pre-test and post-test. The questionnaire was given in the last
meeting to find out the responses from ELT students. The sample in this research
was unit 5 of the ELT students at second year of UIN AR-RANIRY 2016/2017.The
result of this research showed that experimental teaching helped the students to
improve their mastery of English vocabulary because the students gave the positive
respond, they felt enjoyable in learning English vocabulary by applying Word
Chain Game, and they felt easily to recall their memories about the vocabulary they
have known before. For the tests showed that the mean of post-test score (71,8) was
higher than the mean of pre-test (63,8). In answering the questionnaire most of the
students gave the good respond in answering questionnaire. The writer also
analyzed the hypothesis of this research and it showed that alternative hypothesis
(Ha) was accepted and null hypothesis (Ho) was rejected. In this research, the writer
will be very pleased to accept any critics and suggestions to make this thesis better.
1CHAPTER I
INTRODUCTION
A. Background of the Study
In learning English as a Foreign Language (EFL) or English as a Second
Language (ESL), Vocabulary takes important parts to learn at university and
vocabulary is one of the important elements taught to students besides the other
elements at the university. To learn a foreign language efficiently, it is necessary to
know and practice the four important skills, there are: reading, writing, listening,
and speaking. To cope the four skills of English learning, students need to improve
vocabulary mastery, because vocabulary mastery is a primary language skill.
Thornbury (2002) said that; “without vocabulary, nothing can be conveyed”. as well
as, Deighton (2005) mentions that the most important element in language learning
is vocabulary. It means vocabulary is one of the main goals in learning English to
improve their skill to read, write, listen, and speak. In other words, the students will
be difficult to study English without understanding the meaning of English words.
Nowadays, many students feel bored when they study English, including for
speaking. They do not interest to study English as a foreign language and they feel
difficult to speak English because they worry about the rules, such as: grammar,
pronunciation, fluency, comprehension, and the important thing they worry about
the vocabulary. In addition, most of the students feel confused when they want to
choose the vocabulary in speaking. Many of them feel afraid and shy when they
want to speak English. Because many of students lack of English vocabulary.
2Therefore In teaching English, teachers will find many problems that make
students do not interest to learn English and the teachers need to apply the best
method and technique that could make students interest to learn English and they
feel enjoyable when they study English. From this statement, the writer could see
that the English vocabulary has the strong role in English teaching learning process.
In this study, the writer will sustain particularly in analyses focused on the practice
of improving students’ English vocabulary mastery.
So in this research, the writer tries to find a new way to improve the mastery
of English vocabulary. There are many ways to improve the mastery of English
vocabulary with fun. One of them is by applying the games namely “Word Chain
Game” as one of the techniques for improving students’ vocabulary mastery. Ayu
(2012) mentions that by using game teachers will create an atmosphere that will
increase the desire for students to learn the language. In other words, by using game
the students will feel enjoy and fun when they study a foreign language and word
chain game is one of the games which is suitable to be applied in the classroom to
improve students’ English mastery. Freeman (1986) mentions that language games
give students a valuable communicative practice because they enjoy the language
learning process.
According to Wright (1984) games help and support many students to
continue their work and awareness. It means by using game, the students will feel
enjoyable, comfortable, and fun in study English. So, it makes students want to
continue their study in the classroom when teaching and learning process takes
place. While Wright et al (1984) said: “games can help the teachers to create
3contexts in which the language is useful and meaningful. The learners, who want to
take part in the activities, must understand what others are saying or have written,
and it order to do so, the students then must speak or write in expressing their own
point of views or given information”. From that opinion, the writer can say that
games are really useful in teaching and learning process.
As mentioned above, the writer chooses the use of word chain game in
English teaching learning process because word chain game is one of the games in
which students can express their English vocabulary when they speak in teaching
learning process. Therefore, when students play this game they should mention the
word. They can say anything but the students should follow the rules of this game
and do not run out from the topic that has given by the teacher. By using this game,
the students will be more interactive and think critically that will make students
more active in English learning process.
Based on the explanation above, the writer is interested in analyzing and
conducting a research on the implementation of word chain game to improve the
mastery of English vocabulary.
B. Research Questions
Based on the background above, the writer formulates research questions as
follow:
1. What does the Word Chain Game do toward students’ vocabulary?
2. What are the ELT (English Language Teaching) students at the second year
of UIN AR-RANIRY, Banda Aceh responses toward the Word Chain
Games in English vocabulary teaching learning process?
4C. Research Aim
The aims of this research are as follows:
1. To investigate what the Word Chain Game does toward students’
vocabulary.
2. To find out the responses from the ELT (English Language Teaching)
students at the second year of UIN AR-RANIRY, Banda Aceh toward the
Word Chain Games in English vocabulary teaching learning process.
D. Hypothesis
The writer formulates the hypothesis as follow:
1. Alternative hypothesis (Ha): The implementation of word chain game
improves the mastery of English vocabulary.
2. Null hypothesis (Ho): The implementation of word chain game does not
improve the mastery of English vocabulary.
E. Significance of Study
The outcome of this research is expected to have theoretical significance
and practical significance about the implementation of word chain game to
improve the mastery of English vocabulary, as follow:
1. Theoretical significance
This research can be used as the references and theories for people who want
to conduct the research about English vocabulary teaching-learning process
and could provide the information of technique in English vocabulary
teaching learning process.
52. Practical significance
For teachers, this research can be a reference providing the technique in
English vocabulary teaching-learning process. For students, this research
can improve their mastery of English vocabulary by experiencing this
technique in their learning process.
F. Terminology
The researcher thinks that it is necessary to clarify some terms used in this
research to avoid misinterpretation as follow:
1. Word Chain Game
Word chain game is the game where its players have to mention the word
or a sentence based on a chosen theme simultaneously. The first player mentions a
word and the second player has to mention another word whose first letter in the
first word is the final letter of the word which is mentioned by the previous player.
When this game is played, the teacher can control the class or be the first player
that followed by all of the students in the class.
To improve oral vocabulary or speaking skill, the rule of Word Chain Game
is a game where the first player has to mention a sentence and the second player has
to mention another sentence whose first letter of the first word in the sentence is the
last letter of the last word from the previous player.
62. Vocabulary
Vocabulary is the number of words or a set of words in learning foreign
language or second language. Vocabulary also all the words contained in the
language, such as English. In addition, vocabulary is the stock of words used by the
people in their speaking or their writing. For reading and listening, the learner of
foreign language or second language also needs the knowledge about vocabulary to
help them in understanding the materials from what they read and what they listen.
Therefore, in learning English as a Foreign Language (EFL) or English as a Second
Language (ESL) vocabulary takes the important role in four language skills;
Speaking, listening, reading and writing.
Then, vocabulary is one of the important elements that should be learned in
learning a foreign language or second language to understand the stock of words
and their meaning of a particular language. In speaking skill, vocabulary should be
learned because the students should understand the words and their meaning that
used in the ability to communicate in spoken language.
7CHAPTER II
LITERATURE REVIEW
A. Brief Discussion on Vocabulary
1. Definition of vocabulary
In Oxford learner’s pocket dictionary (2008) states that vocabulary is all the
words that a person knows or uses. Vocabulary is all the words in a language.
Vocabulary also lists of words with their meaning. Moreover, in Cambridge
dictionary (2008) states that vocabulary is all the words that exist in
a particular language or subject.
According to Harris and Hodges (as cited in Israel, 2008) “vocabulary is a
tool to communicate known words with others”. It means vocabulary is the main
goals in learning English and vocabulary is the important aspect for students to
master their skill to read, listen, write, and speak English.
Richards and Renandya (2006) mention that vocabulary is the center
segment of language proficiency and gives a great part of the premise to how well
learners speak, listen, read, and write. Furthermore, Nunan (1999) said that
vocabulary is a rundown of target language words. It can be said that vocabulary is
one of the language components that must be learned in learning English.
From the definition above, the writer concludes that vocabulary is the
important aspect in language learning to develop the four skills of students’ ability
in a process of teaching language. Without knowing any vocabularies, the students
will difficult to speak, write, listen, and read English. Because vocabulary is the
first element that should be learned by the students of language learning in
8improving the mastery of English vocabulary. The other components or skills of
English will be easier to study and understand if the students know a lot of
vocabularies.
In teaching English, vocabulary should be used consistently. Billmeyer (as
cited in Preszler, 2006) said: “Students must use a word between six and fourteen
times before they are capable of using it independently”. It means students must be
diligent in using the vocabulary that has already known. That is the way the teacher
need to apply the best method and the interactive way in teaching English
vocabulary to make students interested in developing their vocabulary.
Vocabulary takes an important role in teaching English to build the language
proficiency. The student will have a good language proficiency in four language
skills if the students know a lot of vocabularies. All that vocabulary will be used
by students when they communicate with other people. So, the students in language
teaching should use their vocabulary when they speak with other students. In other
words, they should improve their speaking skill before the other skills. This skill
will be improved by knowing a lot of vocabularies.
2. Kinds of Vocabulary
In the determination of vocabulary, the experts have the different opinion to
divide vocabulary into different types. Hatch and Brown (as cited in Alqahtani,
2015) certify two kinds of vocabulary, namely receptive vocabulary and productive
vocabulary.
9a. Receptive Vocabulary
According to Alqahtani (2015) “Receptive vocabulary is words that learners
recognize and understand when they are used in context, but which they cannot
produce”. Receptive vocabulary is the capacity to comprehend a word when it is
heard or seen while (Zhou, 2010). So, receptive vocabulary is words that are found
by the students for the first time but the students only understand and recognize that
words without the ability to pronounce that words or use that words in their
speaking or their writing.
b. Productive Vocabulary
Maskor and Baharuddin (2016) mention that productive vocabulary
knowledge accepted as the words that are comprehended and can be pronounced by
the learners. Indeed, learners can utilize these words in speech and writing well.
Moreover, Zhou (2010) stated that productive knowledge is the ability to produce
a word in speaking and writing. It means productive vocabulary is the ability of a
person in understanding and pronouncing the words correctly in their speaking and
writing. In productive vocabulary, the learners can use the words to express their
feelings or their ideas to the other people because they really understanding or
apprehend that words.
Meanwhile, Thornbury (2002), mentions that kinds of vocabulary have
some categories; word classes, word families, word formation, multi-word units,
and collocations.
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1) Word Classes
Word classes are known as part of speech. Word classes or part of speech
also familiar with morphology and syntax. According to Sihombing and Burton
(2007) parts of speech divided into nine classifications. There are follows:
a. Noun.
It refers to the name of a place, person, thing, and idea. For instance: kitchen,
mother, eraser, etc.
b. Pronoun.
It takes place to replace a noun in a sentence.
c. Verb.
It is a word to express an action. For instance: read, speak, listen, etc.
d. Adjective
It used to modify a noun or a pronoun. For instance: famous, wonderful,
beautiful, interesting, etc.
e. Adverbs
It is a class of words that modifies a verb, an adjective, another adverb, a
clause, or a phrase. For instance: commonly, beautifully, deeply, fluently,
unfortunately, etc.
f. Prepositions
It is a word used before a noun or pronoun to show position, place, or time.
For instance: above, along, behind, between, down, during, from, in, in spite of,
like, near, etc.
g. Conjunction
It is the link words, or that connect the words. For instance: However, either-
or, neither-nor, if, although, before, except, since, and when.
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h. Interjection
It is a word or group of words that used to express emotion or to express
strongly. For instance: Oh!, oh my god!, wow!, really!, heavens!, whoa!, ugh!,
etc.
i. Article
It is a word used before a noun. The article also used to modify a noun. For
instance: The, a, and an.
2) Word Families
Word families are the transformation of word or words formation. It is also
called as the affixation. Word families divided into inflexion and derivative.
For instance:
a. Play – Plays – Played – Playing.  Inflexion
b. Play – Player – Replay – Playful. Derivative
3) Word Formation
Word formation is a process of word combination or the process to create a
new word to become a new vocabulary in language by processes of compounding,
blending, conversion, and clipping.
Compounding is the process of word formation by combining two or more
classes of words into a new vocabulary. Such as: second-hand, paperback,
whiteboard, etc.
Blending is the process of word formation by combining two or more words
by eliminating certain parts of the original word before combined into a new word.
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Such as: breakfast + lunch = brunch; information + entertainment = infotainment;
etc.
Conversion is the process of changing the word class without changing the
shape of the word. Such as: Hi a good boy, look at me! Right now, I am watering
the beautiful flower. (water is a noun but it changes into a verb).
Clipping is the defined as the process of formation of a word that has more
than one syllable word and gets the cutting process at the beginning word or the end
of the word. It is also can be said as the process of word formation by cutting part
of the word itself. Such as: Electronic mail = email, dormitory = dorm, influenza =
flu, professor = prof, etc.
4) Multi-word Units
Most of the characteristics of multi-word units are phrasal verbs and idioms.
Phrasal verbs are the combination of a verb and a preposition or adverb that creates
a new meaning. Idioms are the group of words with a meaning that is different from
the meaning of all the individual words (Oxford learner’s pocket dictionary, 2008).
For instance:
Look after Phrasal verb
Out of the blue Idiom
5) Collocations
Hausmann (as cited in Seretan, 2011) “we shall call collocation a
characteristic combination of two words in a structure like the following: (a) noun
+ adjective (epithet); (b) noun + verb; (c) verb + noun (object); (d) verb + adverb;
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(e) adjective + adverb; (f) noun + (prep) + noun”. For instance: rich vocabulary,
once more, heavy coat, strong coffee, etc.
3. Types of Vocabulary
In English as a Second Language (ESL) or in English as a Foreign Language
(EFL) learning, vocabulary things assume an indispensable part in all language
skills, there are; listening, speaking, reading, and writing (Alhaysony, 2012).
The four skills in English that have mentioned by Alhaysony, it also has the
same categories for the four types of vocabulary. Because in improving the mastery
of English vocabulary needs to apply four skills of English.
According to Phisutthangkoon and Panich (2016) there are four types of
vocabulary;
a) Listening vocabulary: The understanding words that people hear.
b) Speaking vocabulary: The words used in spoken language.
c) Reading vocabulary: The understanding words that found in reading materials.
d) Writing vocabulary: The words used in writing to express information, idea,
feeling, etc.
Meanwhile, Aeborsold and Field (as cited in Nurhasanah, 2015) stated two
types of vocabulary, there are: active vocabulary and passive vocabulary. Active
vocabulary often used in speaking and writing skill because active vocabulary is
the ability of a learner in understanding and pronouncing the words in their speaking
and writing. On the other hand, passive vocabulary often used in reading and
listening skill. In this type, the learner has the ability to comprehend a word when
it is heard or seen while.
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4. Teaching and Learning Vocabulary
a. Teaching Vocabulary
Intentionally teaching vocabulary is one of the least effective ways of the
least effective ways of development of learners (Nation, 2005). Moreover,
Thornbury (2002) states that teaching words are a fundamental aspect of learning a
language as languages based on words. It means teaching vocabulary is the first
activity that has to do by the teachers before the teachers teach the students four
language skills in English language learning; speaking, writing, reading, and
listening. By knowing more vocabulary, students will be easy to learn that four
language skills.
In teaching vocabulary, the teacher needs to apply some methods that
suitable for students. Hernández & Gómez (2011) mention that has some techniques
used in teaching vocabulary, as follow;
1). Picture.
Using the picture in teaching vocabulary will help the students to know the
shape object of the vocabulary. By showing the picture, the teachers do not need to
translate the word to the students.
2). Song.
Lack of interest to study English, especially to remember the English
vocabulary will help by applying the song. The teacher can apply this method when
they teach English vocabulary. Such as, a song can be used to teach parts of human
body. So, the student will feel fun and easy to remember the vocabulary.
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3). Realia.
Realia or the real object used as the media for teaching vocabulary. students
will more attractive in teaching vocabulary when they see and touch the object of
the word they hear at the same time.
4). Story.
The teacher tells the story and students listen to the teacher. During teacher
tells students the story, the teacher can use gesture to help the students to build their
imagination from that history and they will easy to imagine the words from that
story.
5). Game.
Students need some techniques in teaching vocabulary to make them fun
and easy in the mastering of English vocabulary. One of that techniques is applying
game in their class because any kinds of vocabulary will be easier to be
comprehended and understood by students.
b. Learning vocabulary
Nation (2001) said that “when we plan the vocabulary goals of a long-term
course of study, we can look at three kinds of information to help decide how much
vocabulary needs to be learned: the number of words in the language, the number
of words known by native speakers and the number of words needed to use the
language”. Words represent complex and have multiple meanings but, that words
need to be understood in the context of other words (Hiebert and Kamil, 2005). It
means learning vocabulary really complicated and both of teachers and students
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need to improve the mastery of English vocabulary in the process of learning four
language skills; reading, writing, listening, and speaking.
Vocabulary has many numbers of words that needed to know for the
language students and most of the vocabulary complex and have multiple meaning
that makes many of students really confuse. Because of that vocabulary need to be
learned for students of EFL or ESL in their language learning. The importance thing
in learning vocabulary, that is knowing lots of words (Thonbury, 2002). So, in
learning vocabulary students will know lots of words.
In learning vocabulary, the teacher needs to improve the mastery of students
vocabulary. Edwards (as cited in Aryani, 2015) said we need to improve our
vocabulary after we known the source of vocabulary and there are seven ways to
improve the students’ vocabulary when they in learning process, there are:
a) be aware of words,
b) reading,
c) use dictionaries,
d) use index cards to study,
e) review vocabulary words regularly,
f) try vocabulary-building books,
g) use the words.
5. The Technique in Testing Vocabulary
After teaching and learning vocabulary, the teacher needs to know how well
the students understand about the vocabulary that has been taught before. To know
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the students understanding, the teacher can use the test to measure the
comprehension or the production of students’ words.
As stated by Madsen (1983) kinds of vocabulary tests are divided into for
types:
1). Limited Response,
This kind of tests requires a simple physical action such as pointing at an
object or giving a verbal response as “yes” or “no”. This test can also be used to do
a command. Such as: “Touch your nose”.
2). Multiple-Choice Completion,
This test is conducted by giving a sentence in which a missing word is
presented and the students choose the correct answer from the four options given to
complete the sentence.
3). Multiple-Choice Paraphrase,
This test provides a sentence with an underlined word. The students choose
the correct answer from the four options that have a meaning most closely with the
underlined word.
4). Simple Completion.
This test has a rule which asks the students to write the missing part of the
word contained in the sentence.
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B. Student Learning Mastery Theory
In teaching learning process, all of the students in the classroom do not have
the same characteristics or the same techniques to comprehend the materials that
have been given by the teacher. Felder and Brent (2005) said that “Students have
different levels of motivation, different attitudes about teaching and learning, and
different responses to specific classroom environments and instructional practices”.
the teacher will difficult to understand and to conform all of that differences. But,
the teacher should strive to overcome it. The teacher task is to establish what is the
meaning by mastery of the subject and teacher try to find the method and the
materials which will enable the largest proportion of the students in attaining such
mastery (Blom, 1968).
Mastery learning is defined as a teaching-learning strategy (Anderson,
1975). Teachers and students have their own responsibility in teaching learning
process. To make the teaching learning process successful, both teacher and
learners have to cooperate in the implementation of that process. It means, when
the teaching-learning process unsuccessful, either teacher or students cannot be
blamed.
In understanding the material subject, each of students has different
capacity. According to Anderson (1975) mention that different capacity of students
in comprehending the material subject because three factors:
(1) Students previous learning which is related to, required for, and the
present learning;
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(2) Students interest in learning the skill or ability and confidence in his
ability to learn it
(3) The quality of instruction.
According to Bloom (as cited in The Mastery Learning, 1989), mentions
three categories of the learning process;
(1) The characteristics of students
(2) The instruction
(3) The learning outcomes.
It means in learning process all of the elements for students learning mastery
need to be applied properly and should to be improved at any time. If one of the
elements is not executed, it will be difficult to help students learning mastery.
C. Word Chain Game
1. Definition Word Chain Game
Word Chain Game is one of the games used in teaching language learning
for English as a Second Language (ESL) or English as a Foreign Language (EFL).
Firmansyah and Adi (2015) mentions that Word chain game is a well-known game
that has been applied in language teaching class for a long time. Meanwhile, Robico
(2015) states that word chain game is a common game that used for English-
Speaking game. Based on those opinions, it can be said that word chain game is one
of the games can be used by the teacher in language teaching process.
In japan, Word Chain Game well-known as Shiritori game. The Japanese
give the definition to Shiritori game as a Japanese Word Chain Game. Hyakka
(2014) argues that Shiritori game is a word game played by making a chain of words
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and each of players must say a word which is starting with the last syllable of the
word that has already given by the previous player.
Word chain game specially used in vocabulary teaching learning process.
Adachitoka (2015) said that “someone says a word, and the next person has to say
a word that starts with the last letter of the previous word”. Moreover, Robico(2015)
define word chain game as a game to create a new word by taking the last letter of
the previous word. So, each of players must say word by word when they play this
game. In other words, they will try to recollect all of their vocabularies that they
have known before. It means, the writer can say that the rule of this game suitable
to improve the mastery of English vocabulary.
2. The Roles of The Teacher and The Students
Word chain Game takes the important roles from the teachers and the
students. Without a teacher and students, this game will not be able to apply in the
context of teaching language learning. Firmansyah and Adi (2015) stated that when
the Word Chain Game is played in a class, the first player is most likely the teacher
and is followed by the rest of the class. In the class, the teacher can control the
students to play this game that related to the theme has been given by the teacher
and the teacher can also to be a first player that followed by all of the students in
the class. According to Aryani (2015) said that “it is recommended that teachers
begin by dictating the words, and then challenges to come up with another way to
solve the three and four letter wordchains, while alternative solutions for the five
letter wordchains are more limited”.
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Besides the teacher takes the important role in playing this game, the
students also have the important role in playing word chain game. Without the
students, word chain game cannot be played, because students are the main
character in playing word chain game in teaching learning process. This game can
be played by the students in individual, in pair, and in group. In playing this game
the students do not allow to repeat the same words that have been told by his or her
friend, in other words they only can tell a word once.
D. The Roles of Words Chain Game to Develop Students’ Vocabulary
Mastery
In playing Word Chain Game, students try to connect one of English words
to another English word. By applying this game, the students will recall all of
English words in their mind or the English words that they have memorized or they
have known before. Word Chain Game also helps students to explore the linkages
among the English words, understand the meaning of the words, and remember the
meaning of that words.
According to Eichel (2014), in playing Word Chain Game, each of words
does not allow to be repeated. It means in playing this game, students will produce
the new English words and they will hear the pronounce of the new words from
their friends or from the other students. In other words, they will be familiar and
know the words they have never heard before.
Eichel (2014) also states that the first player in saying the first word may
start with any letter. To help students to play this game related to the theme that has
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been given by the teacher, the teacher can be the first player and this teacher can
say the first word that related to the theme that has been chosen.
In other words, when this game is applied in the teaching learning
process, the teacher needs to help the students. The teacher helps the students to
understand the rule of word chain game and how the word chain game used in
teaching and learning English vocabulary.
E. Previous Study
Related to the game that has been mentioned in Background of Study, there
are two of previous studies of this research are “The Use of Word Chain Game to
Improve Vocabulary Mastery of The Eight Grade Students at SMP N 3 Kalibagor”
by Zahrotul ‘izzah an English Education Department student of Teacher Training
and Education Faculty, Muhammadiyah University of Purwokerto, 2015, and “The
Effectiveness of Using Word Chain Game to Improve Vocabulary Mastery” by
Wiwit Aryani an English Department of Education Faculty. State Institute for
Islamic Studies, Salatiga, 2015.
The researches mentioned above have similarities and differences toward
this research. The similarities among those studies examine the use of the Word
Chain Game and apply Word Chain Game in improving students’ vocabulary
mastery. The differences are the writer will apply the Word Chain Game in Aceh
location, the population of this research is the ELT (English Language Teaching)
students at the second year of UIN AR-RANIRY, the rule of Word Chain Game is
students have to mention words by words or to play the game students have to
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mention some words or a sentence (more than a word for each student), and this
study uses the experimental teaching.
Meanwhile, Zahratul applied the Word Chain Game in Puworkerto location,
the population of her research is the eight grade Students at SMP N 3 Kalibagor,
the rule of Word Chain Game is students have to mention word by word or to play
the game students have to mention a word for each student, and her research was a
classroom action research (CAR). In addition, Wiwit Aryani applied the Word
Chain game in Salatiga, the population of her research is the eight years students of
Mts Yaspia Ngroto Gubug Grobogan, Word Chain Game has the same rule as
Zahratul’s research, and her research also was a classroom action research (CAR).
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CHAPTER III
RESEARCH METHODOLOGY
A. Research Design
In this research, the writer used quantitative research in analyzing and
collecting data. The quantitative research is a research that uses the data in the form
of figures and for the analysis use the statistical method (Sugiyono, 2014). In
collecting the data needed, the writer used experimental teaching. Creswell (2003)
said: “In an experiment, investigators may also identify sample and generalize to a
population: however, the basic intent of an experiment is to test the impact of a
treatment (or an intervention) on an outcome, controlling for all other factors that
might influence that outcome”.
Furthermore, in this research the writer used a game that applied in the
experimental teaching. The game namely Word Chain Game, which is used to
improve the mastery of English Vocabulary.
B. Population and Sample
1. Population
According to Ary (as cited in Sukardi, 2013) states that population is all
members of well-defined class of people, objects, or events. This research
conducted in UIN AR-RANIRY, Banda Aceh. The population in this research was
all of ELT (English Language Teaching) Students at the second year of UIN AR-
RANIRY in the academic year 2016/2017. The ELT students at the second year of
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UIN AR-RANIRY had several classes or units, there are 6 units. In each class that
had 31 or 35 students
2. Sample
The sample in this research was one of the ELT (English Language
Teaching) students at the second year of UIN AR-RANIRY, Banda Aceh. That was
unit 5 in the academic year 2016/2017 that consist of 31 students. For using the
class, the researcher used the random method to decide students. The simple
random sampling used in this research. According to Gay (2006) stated that random
sampling technique is the process of choosing a sample in such way that all
individuals in the defined population have an equal and independent chance of
being selected for the sample.
Besides the random method used by the writer in choosing the unit 5 as the
sample of her research, she also found that only the unit 5 who still have several
meetings before they follow their final examination. In that time, the other classes
were really close to their final examination and the class only remainder two or
three meetings.
C. Technique of Data Collection
In collecting the data for this research, the writer used techniques which are:
Experimental teaching, test, and questionnaire.
1. Experimental teaching
The experimental teaching is one of the techniques to find the data. The
experimental teaching research used by the writer to measure students’ ability in
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mastering English vocabulary by using word chain game. For the experimental
teaching, the writer used Pre-Experimental design type of One-Group Pretest and
Posttest. According Bergsma et al (2009) “The one-group, pretest-posttest design
is represented as O1 Xe O2. In this diagram, the symbol O1 refers to the distribution
of pretest and O2 to the distribution of the posttest for the same group, with Xe
occurring in between pre and posttest. The purpose of the pretest-posttest design is
to evaluate the influence of Xe on the dependent by analyzing the difference
between O1 and O2”.
The main activity of the experimental teaching was held five meetings to
teach English vocabulary by applying Word Chain Game. For each meeting, the
allocated time was 90 minutes study and the aim of the experimental teaching was
to answer the first research question about what does the Word Chain Game do
toward students’ vocabulary.
2. Test
Arikunto (2013) said test is several questions, exercises or tools use to
measure students’ ability, knowledge, intelligence, or talents that have by a person
or group. This research included two tests, there were pre-test and post-test.
Pre-test distributed in the first meeting or before doing the treatment. By
giving pre-test, the researcher will find out the early achievement of the mastery of
English vocabulary of the students’ before the treatment of word chain game
applied by the researcher. Then, post-test distributed in the last meeting or after
doing the treatment. By giving post-test, the researcher will find out how far the
mastery of English vocabulary of the students’ will be improved.
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Both of pre-test and post-test used the oral test. The instruction of pre-test
and post-test; each of the students had to mention some words. The minimum of
word must be 2 words and the maximum was 25 words, that words had to mention
in a sentence, and each of students had to say the vocabulary related to the theme.
In other words, each of them had to say oral vocabulary. The theme of pre-test was
about “Emotion” and for the post-test was about “Inspiration”. However, in post-
test the students had to mention the words by applying Word Chain Game. For the
theme of post-test was taken from one of the meetings in doing the treatment or the
theme of post-test was the same as the theme in meeting IV.
3. Questionnaire
Questionnaire is one of the techniques in conducting data for a research. It
is aimed to know students’ responds about the implementation of word chain game
to improve the mastery of English vocabulary. In this study the researcher
conducted the questionnaire in four ordinal levels, there are “strongly agree, agree,
partly agree, and disagree”.
The questionnaire was distributed to the experimental class at the last
meeting. The writer used close-ended questionnaire to make the students easily in
answering the questionnaire and the students did not get miscomprehension about
the statements or the questions in questionnaire. The questionnaire was in English
(see appendix VIII) and the writer did not translate the questionnaire into bahasa,
because her respondents were English Language Teaching (ELT) students.
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D. Technique of Data Analysis
1. Test
In analyzing score of test, the writer calculated the mean of students’ score
in both pre-test and post-test by using statistical formula (Sudjana, 2002).
  = ∑    
∑  
X = middle score of interval class
fi = frequency
fixi = the amount of the multiplication between frequency and middle
interval
∑ = sum of frequency.
Before the writer calculated the mean of students’ score, that had some steps
are used. There was:
a. The range of data
The range of data used to know the difference of the highest score with the
lowest score. This formula found in Arikunto’s book, there are:
R = Hs-Ls
R = the range score
H = the highest score
L = the lowest score
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b. Number of interval class
It is used in determining the number of interval and the formula used to
find the score (Sudjana, 2002).
K = 1 + 3,3 log n
n = the amount of sample
c. Class interval
To know the class interval, the writer used the formula:
  =  
 
I = length of interval class
R = range the score
K = amount of the interval class
2. Hypothesis
In analyzing hypothesis, the writer used T-test. By using T-test, it helped
the writer to know the difference between means of pre-test and post-test. The
following formula is used in calculating T-test as follow:
  =   
    
MD = mean from the differences between pre-test and post-test
SEMD = standard error from mean of difference
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3. Questionnaire
To analyze the result of questionnaire, the writer used a simple statistic
formula as follow:
  =  
 
     %
P = percentage
f = frequency
N = number of respondents
100 = constant value
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CHAPTER IV
THE RESULT OF RESEARCH
A. Experimental Teaching
In this research, the writer did the experimental teaching in applying Word
Chain Game to improve the mastery of English vocabulary for ELT (English
Language Teaching) students at the second year of UIN AR-RANIRY in the
academic year 2016/2017. The class for experimental teaching was unit 5 and the
subject was Public Speaking. The experimental teaching was conducted in five
meetings but the activities in the first meeting and the second meeting were held in
a meeting because the time was very limited and the students were really close to
their final examination.
In the first meeting and the second meeting on April 25th 2017, the class was
started by the writer to introduce herself and explain the purpose of the research
class. The students’ attendance list was checked to know the students’ name by
calling them one by one. Afterward, the class was greeted and the communication
was begun with the students by asking students’ motivation in learning English
vocabulary. Then, the pre-test was distributed to students. The pre-test instruction
was about telling some words for each of the students. The minimum of word must
be 2 words and the maximum was 25 words, that words had to mention in a
sentence, and each of students had to say a vocabulary related to the theme. In other
words, each of them had to say oral vocabulary. The theme for the pre-test was
about “Emotion”.
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After giving Pre-test, the writer continued her research to teach students in
experimental class by applying Word Chain Game. She explained about Word
Chain Game and the rules to play that game in teaching learning process. The writer
also gave the example in playing this game and the topic for the second meeting
was about “Education”. In this meeting, the writer divided students into five groups
to make them easier to understand the rule of Word Chain Game and they could
help each other for each member of a group. Then, the writer began the game and
she said: “Each of students has to study diligently if they want to be a successful
person”. The second player must be a student from group one and that student must
say some words and the first word must begin with N, because the first player (the
writer) ended the statement by saying the word “person”. The game still continued
to the player in the five group and then returned again to the group one. The point
for each group depends on the quantity or the number of words they told and how
well they pronounced the words. The minimum of the word must be 2 words and
the maximum was 25 words.
Then third meeting on May 3rd 2017, the writer greeted the class and
checked the students’ attendance list. Then, the writer continued her research about
Word Chain Game, but in this meeting the writer did not divide the students into
the group. In other words, the writer told the students to work in pair in playing
Word Chain Game and the writer also explained the rule of it. In this meeting, each
of students with his or her partner played this game in front of the class and this
game will be ended for both students until one of students did not able to say the
words or a sentence whose first letter of the first word in the sentence is the last
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letter of the last word from his partner. The topic of the game was about “Fiction”
and the rules of the game were still the same with the previous meeting.
In fourth meeting on May 10th 2017, the writer greeted the class and checked
the students’ attendance list and then the writer continued her research about Word
Chain Game. In this meeting, the writer asked the students to play the game
individually. The topic of the game was about “Inspiration”. The number of the
players depended on the number in the small scroll that had been taken by the
students randomly. The rules of the game were still the same with the third meeting
and the second meeting.
For the last meeting or the fifth meeting on May 17th 2017, the writer also
greeted the class and checked the students’ attendance list. Then, the writer gave
the post-test. She asked the students to say some words. The minimum of the word
must be 2 words and the maximum was 25 words, that words had to mention in a
sentence and applied Words Chain Game. The point for each student depending on
the quantity of words he or she told, how well he or she pronounced the words, and
their ability at identifying word meaning. The topic of the game was about
“Inspiration”. For the theme of post-test was taken from one of the meetings in
doing the treatment or the theme of post-test was the same as the theme in meeting
IV. Before the writer ended the class, she gave the students Questionnaire and asked
them to answer it.
B. The Analysis of Vocabulary Test
Pre-test and post-test distributed by the writer are to measure the students’
achievement of the mastery of English vocabulary after and before the students
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were given the treatment. Pre-test was given in the first meeting and post-test was
given in the last meeting.
In calculating the score of both tests, the writer used the rubric for
Vocabulary assessment to know students’ score (see appendix IV). The score of
pre-test and post-test could be seen in the following table:
Table 4.1 The students’ score of pre-test and post-test
NO Student’s Initial Pre-Test Post-Test
1 AF 67 80
2 ARD 67 70
3 FM 67 80
4 M 60 67
5 N 57 63
6 CRF 60 67
7 RR 67 73
8 TS 67 73
9 SNA 60 67
10 PZB 73 80
11 SKM 67 73
12 PP 60 67
13 SIO 67 73
14 DR 60 73
15 Z 57 73
16 HAR 60 77
17 RNS 57 70
18 AR 80 93
19 AZH 73 87
20 AM 60 70
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Highest Score 80 93
Lowest Score 57 63
The data in table 4.1 only showed the students’ score who followed both of
pre-test and post-test, some of the students did not come to the class when the pre-
test was given and some others did not come to the class when the post-test was
given. Therefore, among 31 students in the class there were only 20 students who
followed both of tests.
The table showed that the lowest scored of pre-test was 57 and the lowest
scored of post-test was 63. Meanwhile, the highest score of pre-test was 80 and the
highest score of post-test was 93. After the writer knew the score of both tests, she
had to find the mean of pre-test and post-test. In calculating the mean of pre-test
and post-test, that had some steps are used:
a. The Range of Data for Pre-Test
R = Hs-Ls
= 80 - 57
= 23
b. The Range of Data for Post-Test
R = Hs-Ls
= 93 - 63
= 30
c. Number of interval class
K = 1 + 3,3 log n
= 1 + 3,3 log 20
= 1 + 3,3 (1,301)
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= 1 + 4, 293
= 5, 293
= Taken 6
d. Class interval for Pre-Test
  = RK
  = 236
  = 3,8 4
e. Class interval for Post-Test
  = RK
  = 306
  = 5
After the writer found the result of the range of data, number of interval
class, and class interval, the writer presented the frequency distribution table of
students’ pre-test and post-test scores as follow:
Table 4.2 The frequency distribution table of students’ pre-test score
Class Interval Frequency (fi) Median (xi) Fixi
57-60 10 58,5 585
61-64 0 62,5 0
65-68 7 66,5 465.5
69-72 0 70,5 0
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73-76 2 72,5 147
77-80 1 78,5 78,5
Total 20 408,7 1276
Table 4.3 The frequency distribution table of students’ post-test score
Class Interval Frequency (fi) Median (xi) Fixi
63-67 5 65 328
68-72 3 70 210
73-77 7 75 475
78-83 3 80 246
84-88 1 86 86
89-93 1 91 91
Total 20 467 1436
Based on the frequency distribution tables above, the mean of pre-test and
post-test score were:
1). The mean of pre-test
X = ∑    
∑  
X = 127620X = 63,8
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2). The mean of post-test
X = ∑    
∑  
X = 143620X = 71,8
From the formula above, it showed that the mean of pre-test score and post-
test score were different. Despite, the mean of pre-test score and post-test score
were close enough, but the result of research showed that the students’ vocabulary
mastery has improved after the treatment of Word Chain Game. The result of
research in pre-test and post-test were close enough because the students in saying
the words have to follow the theme that has been given by the writer, so the students
have the limited words to say in their speaking.
C. The Analysis of Hypothesis
In analyzing hypothesis, the writer needs to determine alternative
hypothesis (Ha) and null hypothesis (Ho) and the writer used “t” formula. But,
before the writer analyses the hypothesis, she presented the differences score
between pre-test and post-test:
Table 4.4 The difference score between pre-test and post-test
NO Student’s Initial Pre-Test
(X)
Post-Test
(Y)
Y-X
(D)
(D)2
1 AF 67 80 13 169
2 ARD 67 70 3 9
3 FM 67 80 13 169
4 M 60 67 7 49
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5 N 57 63 6 36
6 CRF 60 67 7 49
7 RR 67 73 6 36
8 TS 67 73 6 36
9 SNA 60 67 7 49
10 PZB 73 80 7 49
11 SKM 67 73 6 36
12 PP 60 67 7 49
13 SIO 67 73 6 36
14 DR 60 73 10 100
15 Z 57 73 16 256
16 HAR 60 77 17 289
17 RNS 57 70 13 169
18 AR 80 93 13 169
19 AZH 73 87 14 196
20 AM 60 70 10 100
Total 187 2.051
After the writer had found the differences score, she analyzed the hypothesis
by using the following formula:
  =   
    
   =   N = 18720 = 9,35
     =    
√  − 1
    =       −  ∑     
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=      
  
−  
   
  
 
 
=  102,55 − (9,35) =  102,55 − 87,42=  15,13= 3,889
     = 3,889
√20 − 1
= 3,889
√19 = 3,8894,358 = 0,892
  = 9,350,892 = 10,48
Then, for the next step the writer examined t-score by using the following
formula:
df = N – 1
where:
df : degree of freedom
N : Number of subject
df = 20 – 1 = 19
After getting df score, the writer found the t-table was 1,73 because in this
experiment used 5% (00,5) level (see appendix XI). Therefore, the writer concluded
between t-table (1,73) and t-score (10,48) showed the difference scores and the t-
score was higher than t-table (t-score = 10,48 > t- table = 1,73). It means Ha (the
implementation of word chain game improves the mastery of English vocabulary)
was accepted and Ho (the implementation of word chain game does not improve
the mastery of English vocabulary) was rejected.
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D. The Analysis of Questionnaire
The questionnaire was given in the last meeting or after the writer gave the
treatment. The purpose of the questionnaire was to find out the responses from the
ELT (English Language Teaching) students at the second year of UIN AR-
RANIRY, Banda Aceh toward the Word Chain Games in English vocabulary
teaching learning process. Before collecting the data by using questionnaire, the
writer had piloted the questionnaire for the ELT students in UIN AR-RANIRY. The
aim of piloting the questionnaire was to find out the validity and comprehensibility
of the questionnaire.
In analyzing the questionnaire, the writer used the following formula:
  = fN   100%
Further, the writer showed the data in the following tables:
Table 4.5. Interest in studying English when they played the Word Chain Game
No Option Frequency Percentage (%)
1 a. Strongly agree
b. Agree
c. Partly Agree
d. Disagree
5
9
6
0
25%
45%
30%
0%
Total 20 100%
According to Oxford Learner’s Pocket Dictionary (2008) “most” is the
largest number in amount, “some” is the part of an amount, “any” is some amount,
and “none” is not any or not at all. It means the table above shows most of the
students were interested to study English by applying Word Chain Game. In
addition, by applying game in teaching learning process, it is a great way to revive
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students’ interest in their learning activity and help them to govern more
information about the vocabulary (Rohani & Pourgharib: 2013).
Table 4.6. Word Chain Game helps them to recall their memories about the
vocabulary they have known before
No Option Frequency Percentage (%)
2 a. Strongly agree
b. Agree
c. Partly Agree
d. Disagree
11
8
1
0
55%
40%
5%
0%
Total 20 100%
Oxford Learner’s Pocket Dictionary (2008) stated that “most” is the largest
number in amount, “some” is the part of an amount, and “none” is not any.
Therefore from the table above, it can be seen that most of the students stated that
Word Chain Game really helps them to recall their memories about the vocabulary
they have known before, some of the students agreed with that statement, only one
student stated partly agree, and no one stated disagree. According to Al Neyadi
(2007) “using games to practice and recycle vocabulary seems to increase word
memorization”. Therefore, the game that has rules to recall and practice English
words can help students’ memory in remembering vocabulary.
Table 4.7. The time passes faster while they study English as a foreign language by
applying Word Chain Game
No Option Frequency Percentage (%)
3 a. Strongly agree
b. Agree
c. Partly Agree
1
7
10
5%
35%
50%
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d. Disagree 2 10%
Total 20 100%
The table above shows that students had the various opinion about Word
Chain Game. It shows some of the students felt time passes faster while they study
English by applying Word Chain Game and for the other felt different things. As
well as Oxford Learner’s Pocket Dictionary (2008) stated that “some” is the part of
an amount. The students felt time passes faster because they love to learn English
vocabulary by applying Word Chain Game. Firmansyah and Adi (2015) also agree
with this statement, it can be shown in their journal. They said their students love
to play the Word Chain Game when they applied this game in the class.
Table 4.8. Word Chain Game can enhance the mastery of English vocabulary
No Option Frequency Percentage (%)
4 a. Strongly agree
b. Agree
c. Partly Agree
d. Disagree
5
13
2
0
25%
65%
10%
0%
Total 20 100%
According to Oxford Learner’s Pocket Dictionary (2008) “most” is the
largest number in amount. Therefore, the result means most of the students thought
Word Chain Game can enhance the mastery of English vocabulary. Izzahh (2015)
also stated in her thesis that Word Chain Game could improve the students’
vocabulary mastery in the English teaching learning process.
Table 4.9. Word Chain Game is one of the games in which they can express their
vocabulary
No Option Frequency Percentage (%)
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5 a. Strongly agree
b. Agree
c. Partly Agree
d. Disagree
6
13
1
0
30%
65%
5%
0%
Total 20 100%
The definition in Oxford Learner’s Pocket Dictionary (2008) stated that
“most” is the largest number in amount, “some” is the part of an amount, and “none”
is not any or not at all. Thereupon, the table above indicates that most of the students
can express their vocabulary by applying Word Chain Game and some of the
students stated that Word Chain Game could help them very much to express their
vocabulary. While one of the students stated “partly agree” and none of the students
“disagree”. In addition, Leber (1999) stated that Chain Game as one of spelling
games can promote words analysis and build vocabularies.
Table 4.10. The implementation of Word Chain Game useful in finding the clue to
tell any vocabularies
No Option Frequency Percentage (%)
6 a. Strongly agree
b. Agree
c. Partly Agree
d. Disagree
6
12
2
0
30%
60%
10%
0%
Total 20 100%
“Most” is the largest number in amount (Oxford Learner’s Pocket
Dictionary, 2008). Therefore, this data showed that most of the students agreed
about the implementation of Word Chain Game very useful for the students to find
the clue to tell any vocabularies. In this game, the students find the clue to tell any
vocabularies from his or her friend. The rule of Word Chain Game that a player
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tells the word and the next player has to tell the other word with the last letter of the
previous player’s word (Cullen: 1998).
Table 4.11. Self-confidence to tell any English Vocabularies when they use Word
Chain Game
No Option Frequency Percentage (%)
7 a. Strongly agree
b. Agree
c. Partly Agree
d. Disagree
2
9
8
1
10%
45%
40%
5%
Total 20 100%
Each of the students in the class has to tell any vocabularies because of
that they feel confident and do not feel ashamed. Firmansyah and Adi (2015) also
stated in their research that each of students played the Word Chain Game in turns
and none of the students who was dominant in the class. Because none of the
students was dominant in the class, it makes students brave to say any vocabularies.
Table 4.12. The using Word Chain Game makes them feel enjoy and fun when they
learn English vocabulary
No Option Frequency Percentage (%)
8 a. Strongly agree
b. Agree
c. Partly Agree
d. Disagree
6
10
4
0
30%
50%
20%
0%
Total 20 100%
The table above shows most of the students feel enjoy and fun in learning
something because they are interested in that situation. This opinion in line with
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Oxford Learner’s Pocket Dictionary (2008) mentions “most” is the largest number
in amount. In addition, Leber (1999) stated Chain game as one of Spelling Games
able to develop students interest. It means, the students interested to play Word
Chain Game to develop their English vocabulary.
E. Discussion
This research is about the implementation of Word Chain Game to improve
the mastery of English vocabulary. The writer has done some procedures to know
the result of this research, there were teaching-learning process, giving pre-test and
post-test, distributing questionnaire, and analyzing the hypothesis of this research.
There are two research questions for this research; “what does the Word
Chain Game do toward students’ vocabulary” and “What are the ELT (English
Language Teaching) students at the second year of UIN AR-RANIRY, Banda Aceh
responses toward the Word Chain Games in English vocabulary teaching learning
process”.
In answering the first research question, the writer used experimental
teaching, gave pre-test, and post-test. The result of experimental teaching or
teaching learning process shows the positive response from the students. They felt
enjoyable in learning English vocabulary by applying Word Chain Game. They felt
easy to recall their memories about the vocabulary they have known before. For
pre-test and post-test also showed the positive side, because the result of test
presented there was a difference between pre-test and post-test result. Therefore,
this experimental teaching helped the students improve their mastery of English
vocabulary. Blachowicz and Cobb (2007) said “Word Chain allow students to
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advance their word and spelling knowledge by creating new words based on
preceding words”. From this statement, it shows Word Chain Game gives the rule
to help the students in improving English vocabulary.
The second research question was answered by giving the questionnaire
for the students. As shown in table 4.5 up to 4.12 most of the students gave the
positive responses in answering questionnaire. Therefore, the mastery of students’
English vocabulary increased after the writer applied the Word Chain Game in
teaching learning process. In analyzing the result of questionnaire, the writer also
found that there were some reasons why the post-test score higher than the pre-test
score. They felt enjoy, fun, and interested to learn English vocabulary by applying
Word Chain Game. Hadfield (as cited in Firmansyah and Adi, 2015) stated that
game has an element of fun. Therefore, Word Chain Game enhanced their mastery
of English vocabulary and expressed their vocabulary. Then, Word Chain Game
helped the students find the clue to tell any vocabularies and helped them recall
their memories about the vocabulary they have known before.
In addition, the implementation of Word Chain Game to improve the
mastery of English vocabulary has the strength and the weakness. As well as,
Aryani (2015) said “the strength of the use of Word Chain Game which can improve
the vocabulary mastery of the students and make the situation of the class is more
active. Then, the weakness of Word Chain Game is when students who play Word
Chain Game poor of vocabulary, so they will have difficulties to give clues for their
team member”.
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CHAPTER V
CONCLUSION AND SUGGESTION
A. Conclusion
After finding and analyzing the data of this study, it can be concluded that Word
Chain Game as one of the games in English teaching learning process can be applied to
improve the mastery of English vocabulary. The students’ students enjoy and have fun in
learning English vocabulary. This game helps them recall their memories about the
vocabulary they have known before, enhance their mastery vocabulary, and helps them find
the clue to tell any vocabularies. Therefore, Word Chain Game helps the students feel
confident in saying any English vocabularies and avoid the tedious situation in English
teaching learning process.
Based on the result of pre-test score and post-test score and the result in analyzing
hypothesis, the implementation of Word Chain Game improves the mastery of English
vocabulary. Word Chain Game gives the positive effect in improving the students’
vocabulary mastery in learning process because the students interested to learn English
vocabulary by applying Word Chain Game.
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B. Suggestion
In this research, the writer would like to give some suggestion for teachers
and researchers. It is good for English language teachers to apply good strategies in
teaching learning process to help the students enjoy and have fun in the learning
activity. Therefore, the students will be easy in understanding the learning
materials. For the researchers in doing their research, this research can be used for
their references. The writer also suggests for further research is needed to examine
the use of Word Chain Game in other samples, such as the students in junior high
school or senior high school who still need to study and master more deeply about
the English vocabulary.
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LESSON PLAN
Name of University : Uin Ar-Raniry
Subject : Public Speaking
Unit / Semester : 5 / 4
Time Allocation : 5 x 90 Minutes (Five Meetings)
I. The Purpose of Teaching
 To improve the mastery of English Vocabulary
II. Method of Teaching
 Communicative Language Teaching Method
 Conversation Method
 Student-centered Method
III. Class Activities
• Meeting I
• Pre Activity
- Greeting the class
- Introducing herself and explaining the purpose of the
research class
- Checking the students’ attendance list to know the students’
name by calling them one by one
• Main Activity
- Asking the students about their motivation and their
difficulty in learning English vocabulary
- Giving Pre-Test
o Telling the instruction to the students to say some
words. The minimum of word must be 2 words and
the maximum are 25 words, that words have to
mention in a sentence, and each of students had to say
a vocabulary related to the theme. In other words,
each of them has to say oral vocabulary. The theme
for the pre-test is about “Emotion”
• Post Activity
- Explaining the purpose of Pre-test
- Conclusion
• Meeting II
• Pre Activity
- Greeting the class
- Checking the students’ attendance list
• Main Activity
- Explaining about Word Chain Game and the rules to play that
game in teaching learning process
- Giving the example in playing Word Chain Game
- Telling the topic for the second meeting is about “Education”
- Dividing students into five groups to make them easily to
understand the rule of Word Chain Game and they can help
each other for each member of a group
- Beginning the game by saying: “Each of students has to study
diligently if they want to be a successful person”. The second
player must be a student from group one and that student
must say some words and the first word must begin with N,
because the first player (the teacher) ended the statement by
saying the word “person”. The game still continues until up
to the player in the five group and then returned again to the
group one.
- Correcting the student’s mistake
• Post Activity
- Concluding the material
- Suggesting the students to study diligently
 Meeting III
• Pre Activity
- Greeting the class
- Checking the students’ attendance list
• Main Activity
- Telling the students they will countinue their last week
activity
- Telling the topic for the third meeting is about “Fiction”
- Telling the students to work in pair in playing Word Chain
Game and telling the rule of it
- Asking the students to begin the learning process by applying
Word Chain Game
- Correcting the student’s mistake
• Post Activity
- Concluding the material
- Suggesting the students to study diligently
 Meeting IV
• Pre Activity
- Greeting the class
- Checking the students’ attendance list
• Main activity
- Telling the students they will continue their last week activity
- Telling the topic for the fourth meeting is about “Inspiration”
- Telling the students if they have to play the game
individually and also telling the rule of it
- Asking the students to take the number of the players, that is
depended on the number in the small scroll that will be taken
by the students randomly
- Asking the students to begin the learning process by applying
Word Chain Game
- Correcting the student’s mistake
• Post Activity
- Concluding the material
- Suggesting the students to study diligently
 Meeting V
• Pre Activity
- Greeting the class
- Checking the students’ attendance list
• Main Activity
- Giving Post-Test
o Telling about the rules
o Telling the topic. That is about “Inspiration”
o Asking the students to begin the pre-test by applying
Word Chain Game
• Post Activity
- Concluding the material
- Saying thanks for the students for their participation
IV. Assesment
 Oral Presentation
V. Rubric for Vocabulary Assesment
Excellent
(100-90)
Complete knowledge of vocabulary. Excellent
at identifying word meaning. No spelling
problems.
Very Good
(89-80)
Good vocabulary knowledge. Good at
identifying word meaning. No problems with
spelling
Good
(79-70)
General vocabulary knowledge. Able to identify
word meaning. Some spelling problems without
interfering understanding
Fair
(69-60)
Still acceptable vocabulary knowledge. Still
able to identify word meaning. Some spelling
problem without fully interfering
understanding.
Fail
(59 or fewer)
Lack of vocabulary knowledge. Misspelled
words. Unable to identify word meaning.
Source: Luis Villalobos from
https://www.slideshare.net/lavillal/rubrics-presentation
PRE-TEST
- Each of the students has to say some words or do an oral vocabulary
- The minimum of word must be 2 words and the maximum are 25 words
- The students have to say some words that are related to the theme
“Emotion”
- The students are allowed to say some words or to think about the words
within 2 – 3 minutes
POST-TEST
- Each of the students has to say some words or do an oral vocabulary
- In saying some words the students must follow the rule of Word Chain
Game, that is; the first player has to mention a sentence and the second
player has to mention another sentence whose first letter of the first word
in the sentence is the last letter of the last word from the previous player
- The minimum of word must be 2 words and the maximum are 25 words
- The students have to say some words that are related to the theme
“Inspiration”
- The students are allowed to say some words or to think about the words
within 2 – 3 minutes
Students’ Score in Rubric Presentation
Rubric Criteria:
Criteria Score
5
Score
4
Score
3
Score
2
Score
1
Vocabulary
Knowledge
Complete
Knowledge
of
Vocabulary
Good
Vocabulary
Knowledge
General
Vocabulary
Knowledge
Still
Acceptable
Vocabulary
Knowledge
Lack of
Vocabulary
Knowledge
Identify
Word
Meaning
Excellent at
Identifying
Word
Meaning
Good at
Identifying
Word
Meaning
Able to
Identify
Word
Meaning
Still Able to
Identify
Word
Meaning
Unable to
Identify
Word
Meaning
Spelling No Spelling
Problems
No
Problems
With
Spelling
Some
Spelling
Problems
Without
Interfering
Understandi
ng
Some
Spelling
problem
Without
Fully
Interfering
Understandi
ng
Misspelled
Words
The formula to Calculate the Score:
 ℎ                                ℎ         
             
 100
Maximum score: 15
Score of Pre-Test :
No Student’s
Initial
First
Criteria
Second
Criteria
Third
Criteria
Total Score
1 AF 3 4 3 10 67
2 ARD 3 4 3 10 67
3 FM 4 3 3 10 67
4 M 3 3 3 9 60
5 N 3 3 2,5 8,5 57
6 CRF 3 3 3 9 60
7 RR 4 3 3 10 67
8 TS 3 4 3 10 67
9 SNA 3 3 3 9 60
10 PZB 4 4 3 11 73
11 SKM 4 4 2 10 67
12 PP 3 4 2 9 60
13 SIO 3 4 3 10 67
14 DR 3 4 2 9 60
15 Z 3 3,5 2 8,5 57
16 HAR 3 3 3 9 60
17 RNS 3 3 2,5 8,5 57
18 AR 4 4 4 12 80
19 AZH 4 4 3 11 73
20 AM 3 4 2 9 60
Score of Post-Test :
No Student’s
Initial
First
Criteria
Second
Criteria
Third
Criteria
Total Score
1 AF 4 4 4 12 80
2 ARD 3,5 4 3 10,5 70
3 FM 4 4 4 12 80
4 M 3,5 3,5 3 10 67
5 N 3 3,5 3 9,5 63
6 CRF 4 3 3 10 67
7 RR 4 4 3 11 73
8 TS 4 4 3 11 73
9 SNA 4 3 3 10 67
10 PZB 5 4 3 12 80
11 SKM 4 4 3 11 73
12 PP 3 4 3 10 67
13 SIO 4 4 3 11 73
14 DR 4 4 3 11 73
15 Z 4 4 3 11 73
16 HAR 4 3,5 3 11,5 77
17 RNS 4 3,5 3 10,5 70
18 AR 5 4,5 4,5 14 93
19 AZH 5 4 4 13 87
20 AM 4 4 2,5 10,5 70
QUESTIONNAIRE
STUDENT NUMBER :_________________
UNIT :_________________
DATE :_________________
In this questionnaire, you will tell the researcher how much agree or disagree with
the following statements by giving ( ) in column from 1 to 4.
1 : Strongly agree
2 : Agree
3 : Partly agree
4 : Disagree
NO Statement 1 2 3 4
1 I feel more interested to study English when I apply
the Word Chain Game
2 Word Chain Game helps me to recall my memories
about the vocabulary I have known before
3 I think time passes faster while I study English as a
foreign language by applying Word Chain Game
4 Word Chain Game can enhance my mastery of
English vocabulary.
5 Word chain game is one of the games in which I
can express my vocabulary.
6 The implementation of Word Chain Game really
useful for me to find the clue to tell any
vocabularies.
7 I feel confident to tell any English vocabularies
when I use this game
8 By using Word Chain Game I feel enjoy and fun
when I learn English Vocabulary
Thank you for your participation

Documentation
The writer explained the purpose of her
research and the rule of pre-test
The students did the pre-test
The students played the Word Chain Game
in the groups
Each student in a group played the Word
Chain Game
The students worked in pair in playing Word Chain Game
The writer explained the rule of Word Chain Game for the third meeting
A student asked the writer about an
English vocabulary
For the last treatment, each of the students played Word Chain Game individually
The writer explained the rule of the game
in the last treatment
Each of students played Word Chain Game individually (post-test)
The writer distributed the questionnaire for
the students
The students answered the questionnaire
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